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VIDEO GAME PLAY WITH CHARACTER COPY RESTRICTION FEATURE GAME 
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PROGRAM 



BACKGROUND OF THE I NVENT I ON 

FIELD OF THE I NVENTION 

[0001] The pr e s e nt inv e nt i on technoloqy herein relates to a game machine and 

a storage medium having stored therein a game program. More specifically, the 
pr e sent i nv e nt i on technology herein relates to a game machine for realizing a puzzle 
game in which a player operates a player character and blocks represented on a 
game screen to attain the game objective, and a storage medium having stored 
therein a game program of such a puzzle game. 

BACKGROUND AND SUMMARY 
D e scr i pt i on of th e Background Art 

[0002] Conventionally, various TV puzzle games have been known. One 

exemplary puzzle game is played such that the game is cleared by arranging a 
plurality of movable blocks placed in a fixed room with no space therebetween within 
a predetermined area. In order to clear this puzzle game, the player is required to go 
through trial and error to achieve an optimum operation of moving these blocks. 
Another exemplary puzzle game is played such that the game is cleared by 
collecting all gold ingots located on a fixed map. In this puzzle game, the player is 
required to find an optimum route by digging into the ground provided on the map for 
collecting the ingots. The games of these types that are played by solving a puzzle 
provided on a game screen have been widely available. 

[0003] Also, a puzzle game is disclosed in "Solomon's Key complete strategy 
book", edited by Koji Matsushita, first edition, JICC Press, October 5, 1986, pp. 13- 
18 (hereinafter referred to as a first conventional art), in which a new block can be 
created ahead of a player character operated by the player through a predetermined 
operation. In this puzzle game, the player character can create a block many times 
or destroy blocks existing on the initial game screen. With these functions of 
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creating and destroying blocks, the player character can move within a room and 
beat enemies by using blocks in order to obtain a key for proceeding to the next 
room. 

[0004] On the other hand, another game using such blocks is disclosed in 

"Super Mario brothers 3 complete strategic technique book 5, digest edition", edited 
by Seiji Sato, first edition, Tokuma Communications Inc., August 10, 1989, pp. 6-22 
(hereinafter referred to as a second conventional art). In this game, the player can 
operate a player character to destroy a predetermined block to make an item appear. 
Also, the player can perform a predetermined game operation to make the player 
character jump. With such a block operating function, the player can proceed to 
stages by operating the player character so as not to be beaten by enemy characters 
while the game screen is horizontally scrolled, with the objective of reaching the final 
goal. Also in this game, the player can stomp and then carry a specific enemy 
character, or can throw the specific enemy character to beat another enemy 
character. 

[0005] In the puzzle game of the above first conventional art, the player can 

create and destroy blocks unconditionally. Therefore, such a high degree of 
flexibility in available blocks for achieving the objective of the game might degrade a 
strategic value of the game, such as how to arrange or move the blocks. As for the 
game of the second conventional art, although the game includes a puzzle-game 
element of destroying a predetermined block, the game is rather characterized as an 
action game, such as throwing a beaten enemy character. In this game, the player 
is not required to arrange or move blocks by trial and error. 

SUMMARY OF THE I NVENT I ON 

[0006] Therefore, an ob je ct of the pr e sent i nv e nt i on i s to exemplarv illustrative 

non-limiting implementations provide a game machine for realizing a puzzle game 
having a more strategic value, wherein a player operates a player character and 
blocks in order to attain a game objective, and is to further provide a storage medium 
having stored therein a game program of such a puzzle game. 
[0007] Tho present invent i on adopts the fo ll owing structure to ach i eve the 

obj e ct m e nt i on e d abov e . Note that reference characters and numerals in 
parentheses below merely show examples of correspondence with the embodiment 
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described further below for the sake of better understanding of the present invention, 
and do not restrict the scope of the present invention. 

[0008] A n exemplary illustrative game machine (game machine 10) of th e 
pres e nt inv e nt i on presents a game in which a player character (player character 55) 
displayed on a game screen uses an object (blocks 52, copy block 56) to attain a 
game objective. The game machine includes: operating means (operation switches 
13); player character displaying means (CPU 31 executing steps S4, S58, S59, and 
S60; only step numbers are hereinafter shown); background image generating 
means (S1 , S53, S60, S62, S64, S66); copying means (S52); copy object image 
generating means (S54 through S66); and deciding means (S6). The operation 
means supplies operation data (operation signal) in response to an operation by a 
player. The player character displaying means moves and displays the player 
character (position data 325b of player character data 325) in accordance with 
operation data from the operating means. The background image generating means 
generates a background image of the game screen (game map data 328c) by 
combining a plurality of background characters (background character 328c 
specified by background data 327) for display. The copying means generates object 
data (operating object data 326) of a copy object (copy block 56) obtained by 
copying any one of the background characters (blocks 52) in accordance with 
predetermined operation data from the operating means (the operation switch 13b is 
ON with the player character 55 being mounted on the block 52). The copy object 
image generating means updates the object data (position data 326ab of the 
operating object data 326) of the copy object in accordance with the operation data 
from the operating means and causes an image of the copy object to be displayed at 
a position derived from the updated object data. The deciding means decides by 
using the copy object (56) whether the player character has attained the game 
objective. 

[0009] According to the above exemplary illustrative non-limiting structure-ef 
th e pr e s e nt inv e nt i on , it is possible to realize a puzzle game in which the copy object 
additionally generated through a copying process in accordance with a 
predetermined operation by the player is used to attain the game objective. In order 
to realize such a puzzle game, a background character forming a background image 
is taken as a copy source, and the copy object additionally generated through the 
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copying process is rendered based on object data. In other words, since the 
rendering process with the use of the object data, which is automatically rendered 
upon designation of its position coordinates, is performed only on the character 
operable by the player, rewriting of the map data indicative of the display position of 
each piece of the background data can be minimized. Furthermore, since the 
number of characters automatically rendered based on the object data can also be 
minimized, a process of generating a game image can be performed efficiently. 
[0010] The above game machine can further include copy number restricting 

means (attribute data 327ab of the background data 327 and remaining number data 
326ac of the operating object data 326 updated in steps S52 and S53). The copy 
restricting means restricts the remaining number of times the background character 
can be copied by the copying means to generate the object data of the copy object. 
In this case, the background image generating means provides the number of times 
the background character can be copied generated by the copy number restricting 
means to a background character (block 52) that can be copied, and generates the 
background image including the background character having displayed therein the 
number of times the background character can be copied for display. With this, the 
player is required to go through trial and error to attain the game objective because 
the number of copy blocks that can be additionally generated through the copying 
process is limited and therefore flexibility is low. Thus, the game has a high strategic 
value in placing or moving the copy object. 

[001 1] Also, the above game machine can further include copy object 

placement detecting means (S63) and mount converting means (S64). The copy 
object placement detecting means detects that the copy object (56) has been placed 
adjacently to an upper portion of a predetermined background character (non- 
attachable structure 51, blocks 52, attachable structure 54) on the background 
image. Upon detection by the copy object placement detecting means (S63) that the 
copy object has been placed adjacently to the upper portion of the predetermined 
background character, the mount converting means converts this copy object to a 
background character (block 52c) with this copy object being mounted on the 
predetermined background character. In this case, the background image 
generating means generates the background image including the background 
character obtained through conversion by the mount converting means. Thus, the 
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copy block generated through the copying process is replaced by a block derived 
from the background data upon placement at a fixed location. Therefore, the 
number of characters automatically rendered based on the object data can also be 
minimized, thereby making it possible to efficiently perform a process of generating a 
game image. 

[0012] Furthermore, the above game machine can further include copy object 

placement detecting means (S61) and attachment converting means (S62). The 
copy object placement detecting means detects that the copy object has been 
placed within a predetermined range (attachment decision range R) of a 
predetermined background character (attachable structure 54) on the background 
image. Upon detection by the copy object placement detecting means that the copy 
object has been placed within the predetermined range of the predetermined 
background character, the attachment converting means converts this copy object to 
a background character (block 52c) with the copy object being attached to a place 
selected from a group of a left portion, a right portion, and a bottom portion of the 
predetermined background character. In this case, the background image 
generating means generates the background image including the background 
character obtained through conversion by the attachment converting means. Thus, 
the copy block generated through the copying process is replaced by a block derived 
from the background data upon attachment to another character. Therefore, the 
number of characters automatically rendered based on the object data can also be 
minimized, thereby making it possible to efficiently perform a process of generating a 
game image. Also, the copy block generated through the copying process can be 
adjacently attached to a specific character, thereby providing a puzzle game having 
a more strategic value. Specifically, the copy object placement detecting means 
calculates a distance (xab, yab) by using position data (point a) of the predetermined 
background character and position data (point b) of the copy object (56), and when 
the distance has a value equal to or smaller than a predetermined value (c/), detects 
that the copy object (56) has been placed within the predetermined range. With this, 
the copy object is automatically attached to another character as long as the 
distance therebetween is somewhat short even if they are not closely adjacent to 
each other. Thus, the operability of the game can be improved. 
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[0013] Still further, the above game machine further includes target displaying 

means (S1 ). The target displaying means (S1 ) displays a target on the game 
screen, the target, when touched by another object, allowing the player to attain the 
game object. For example, the copy object is a block serving as a stair for the player 
character on the game image. In this case, the deciding means decides that the 
player character has attained the game objective when the player character makes 
contact with the target upon movement on the game screen by using the block as 
the stair, or when the player character causes the block to make contact with the 
target. With this, it is possible to realize a puzzle game in which the player character 
moves a copy block so as to reach the target by using this block as a stair. 
[0014] A storage medium has stored therein a game program executed on a 
computer (CPU 31 of the game machine 10) presenting a game in which a player 
character displayed on a game screen uses an object to attain a game objective. 
The game program causes the computer (31) to execute steps including: a player 
character displaying step (S4, S58, S59, S60); a background image generating step 
(S1 , S53, S60, S62, S64, S66); a copying step (S52); a copy object image 
generating step (S54 through S66); and a deciding step (S6). The player character 
displaying step moves and displays the player character in response to operation 
data from an operating section (operation switches 13) supplying operation data in 
accordance with an operation by a player. The background image generating step 
generates a background image of the game screen by combining a plurality of 
background characters for display. The copying step generates object data of a 
copy object obtained by copying any one of the background characters in 
accordance with predetermined operation data from the operating section. The copy 
object image generating step updates the object data of the copy object in 
accordance with the operation data from the operating section and causes an image 
of the copy object (56) to be displayed at a position derived from the updated object 
data. The deciding step decides by using the copy object whether the player 
character has attained the game objective. 

[0015] According to the above exemplary illustrative structure of th e pr e s e nt 

i nv e nt i on , it is also possible in a storage medium having stored therein a game 
program executed by the computer to realize a puzzle game in which the copy object 
additionally generated through a copying process in accordance with a 
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predetermined operation by the player is used to attain the game objective. In order 
to realize such a puzzle game, a background character forming a background image 
is taken as a copy source, and the copy object additionally generated through the 
copying process is rendered based on object data. In other words, since the 
rendering process with the use of the object data, which is automatically rendered 
upon designation of its position coordinates, is performed only on the character 
operable by the player, rewriting of the map data indicative of the display position of 
each piece of the background data can be minimized. Furthermore, since the 
number of characters automatically rendered based on the object data can also be 
minimized, a process of generating a game image can be performed efficiently. 
[0016] The above game program can further cause the computer to perform a 

copy number restricting step (attribute data 327ab of the background data 327 and 
remaining number data 326ac of the operating object data 326 updated in steps S52 
and S53). The copy number restricting step restricts the number of times the 
background character can be copied in the copying step to generate the object data 
of the copy object. In this case, the background image generating step provides the 
number of times the background character can be copied generated by the copy 
number restricting means to a background character that can be copied and 
generates the background image including the background character having 
displayed therein the number of times the background character can be copied for 
display. 

[0017] The above game program can further cause the computer to execute: 

a copy object placement detecting step (S63) and a mount converting step (S64). 
The copy object placement detecting step detects that the copy object has been 
placed adjacently to an upper portion of a predetermined background character on 
the background image. Upon detection in the copy object placement detecting step 
that the copy object has been placed adjacently to the upper portion of the 
predetermined background character, the mount converting step converts the copy 
object to a background character with the copy object being mounted on the 
predetermined background character. In this case, the background image 
generating step generates the background image including the background 
character obtained through conversion in the mount converting step. 
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[0018] The above game program can further cause the computer to execute: 

a copy object placement detecting step (S61) and an attachment converting step 
(S62). The copy object placement detecting step detects that the copy object has 
been placed within a predetermined range of a predetermined background character 
(52) on the background image. Upon detection in the copy object placement 
detecting step that the copy object has been placed within the predetermined range 
of the predetermined background character, the attachment converting step converts 
the copy object to a background character with the copy object being attached to a 
place selected from a group of a left portion, a right portion, and a bottom portion of 
the predetermined background character. In this case, the background image 
generating step generates the background image including the background 
character obtained through conversion in the mounting/converting step. Also, 
specifically, the copy object placement detecting step calculates a distance by using 
position data of the predetermined background character and position data of the 
copy object, and when the distance has a value equal to or smaller than a 
predetermined value, detects that the copy object has been placed within the 
predetermined range. 

[0019] Also, the above game program can further cause the computer to 

execute a target displaying step (S1 ). The target displaying step displays a target on 
the game screen, the target, when touched by another object, allowing the player to 
attain the game objective. For example, the copy object is a block serving as a stair 
for the player character on the game image. In this case, the deciding step decides 
that the player character has attained the game objective when the player character 
makes contact with the target upon movement on the game screen by using the 
block as the stair, or when the player character causes the block to make contact 
with the target. 

[0020] These and other objects, features, aspects and advantages of the 

pr e s e nt i nv e nt i on exemplary illustrative non-limiting implementations will become 
more apparent from the following detailed description of the present invention when 
taken in conjunction with the accompanying drawings. 

BRIEF DESCRIPTION OF THE DRAWING 

[0021] FIG. 1 is an outline drawing of a n exemplary illustrative non-limiting 

portable game machine accord i ng to on e e mbod i ment of tho prosont invent i on ; 
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[0022] FIG. 2 is a functional block diagram of a game machine 10 and a 

cartridge 20 shown in FIG. 1; 

[0023] FIG. 3 is an illustration showing data stored in a data storage area 320 

of a WRAM 32 illustrated in FIG. 2; 

[0024] FIG. 4 is an illustration showing data stored in a data storage area 322 

of the WRAM 32 illustrated in FIG. 2; 

[0025] FIG. 5 is a flowchart showing the entire game process performed by 

the game machine 10 illustrated in FIG. 1; 

[0026] FIG. 6 is a first half of a subroutine of the detailed operation of step S5 

in FIG. 5; 

[0027] FIG. 7 is a second half of the subroutine of the detailed operation of 

step S5 in FIG. 5; 

[0028] FIG. 8 illustrates an example of a game image 50a displayed on an 

LCD 12 through a game process of step S1 in FIG. 5; 

[0029] FIG. 9 illustrates an example of the game image 50a displayed on the 

LCD 12 through a game process of step S58 in FIG. 6 that is performed on the game 
image 50a illustrated in FIG. 8; 

[0030] FIG. 10 illustrates an example of the game image 50a displayed on the 

LCD 12 through a game process of step S59 in FIG. 6 that is performed on the game 
image 50a illustrated in FIG. 9; 

[0031] FIG. 11 illustrates an example of the game image 50a displayed on the 

LCD 12 through a game process of step S65 in FIG. 7 that is performed on the game 
image 50a illustrated in FIG. 10; 

[0032] FIG. 12 illustrates an example of the game image 50a displayed on the 

LCD 12 through a game process of step S64 in FIG. 7 that is performed on the game 
image 50a illustrated in FIG. 11; 

[0033] FIG. 13 illustrates an example of the game image 50a displayed on the 

LCD 12 when a puzzle game represented by the game image 50a of FIG. 8 is about 
to be cleared; 

[0034] FIG. 14 illustrates an example of a game image 50b displayed on the 

LCD 12 through a game process of step S1 of FIG. 5; 
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[0035] FIG. 15 illustrates an example of the game image 50b displayed on the 

LCD 12 through a game process of step S65 in FIG. 7 that is performed on the game 
image 50b illustrated in FIG. 14; 

[0036] FIG. 16 illustrates an example of the game image 50b displayed on the 

LCD 12 through a game process of step S62 in FIG. 7 that is performed on the game 
image 50b illustrated in FIG. 15; 

[0037] FIG. 17 illustrates an example of the game image 50b displayed on the 

LCD 12 when a puzzle game represented by the game image 50b of FIG. 14 is 
about to be cleared; 

[0038] FIG. 18A is a schematic diagram for describing an attachment decision 

range f?for a block attaching process in steps S61 and S62 of FIG. 7; 
[0039] FIG. 1 8B is a schematic diagram for describing the inside of the 

attachment decision range Rfor the block attaching process in steps S61 and S62 of 
FIG. 7; and 

[0040] FIG. 18C is a schematic diagram for describing an attached block in 

the block attaching process in steps S61 and S62 of FIG. 7. 

DETAILED DESCRIPTION OF THE PREFERRED EMBOD I MENT 

[0041] The configuration of a n exemplary illustrative non-limiting game 

machine accord i ng to an e mbod i m e nt of th e pr e s e nt i nv e nt i on is described. 
Although FIG. 1 is an outline drawing of a n exemplary illustrative non-limiting 
portable game machine accord i ng to th e e mbod i m e nt of th e pr e sent i nv e nt i on , the 
prosont i nvent i on i s not rostr i ctod to ouch a portab l e gamo mach i ne but can bo 
app lie d to other implementations are possible, includinga non-portable game 
machines. 

[0042] In FIG. 1, a game machine 10 uses a game cartridge (hereinafter 

simply referred to as a cartridge) 20 as a storage medium for storing information, 
such as a game program. With the cartridge 20 being inserted in the game machine 
10 in a direction indicated by an arrow in the drawing, semiconductor memories 
(including a program ROM 21 and a backup RAM 22 shown in FIG. 2) that are 
included in the cartridge 20 and the game machine 10 are electrically connected to 
each other. An upper portion of the back surface of the game machine 10 has 
formed thereon a cartridge insertion slot (not shown) for allowing the cartridge 20 to 
be removably inserted therein. In the vicinity of the bottom of this cartridge insertion 
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slot, a connector 14 (surrounded by a bold dotted line in the drawing) is provided for 
electrical connection with the cartridge 20. Furthermore, the back surface of the 
game machine 10 has provided thereon a connector 16 (surrounded by a thin dotted 
line in the drawing) for connection with a cable enabling communicable connection 
with another game machine. 

[0043] The game machine 1 0 includes a housing 1 1 , whose one main surface 

(the front surface shown in the drawing) has a liquid crystal display (LCD) 12 formed 
on its center area. Other areas sandwiching the LCD 12 and one side surface of the 
housing 11 are provided with a loudspeaker 15 and operation switches 13a 
through 13g. Operation instructions given by these operation switches 13a through 
13g vary depending on the game program to be processed on the game machine 10. 
Typically, however, the operation switch (cross key) 13a gives an instruction 
associated with a moving direction, the operation switches 13b and 13c give 
instructions associated with operations of "A" and "B", for example, the operation 
switches 13d and 13e give instructions associated with operations, such as "START" 
and "SELECT", and the operation switches 13f and 13g give instructions associated 
with operations, such as "L" and "R". By way of example only, the operation 
switch 13a is used for instruction of a moving direction of the player character. The 
operation switches 13b, 13c, 13f, and 13g are mainly used, for example, for 
instruction of a motion of the player character (such as jump, kick, throw). 
Particularly, the operation switch 13b is called "A button", which is used for 
instruction of a motion of the player character, such as lifting or throwing a block, 
which will be described further below. Also, the operation switch 13d is used, for 
example, for game start instruction. The operation switch 13e is used, for example, 
for selection in a menu displayed on the screen. 

[0044] FIG. 2 is a functional block diagram showing the game machine 10 and 

the cartridge 20. In FIG. 2, the game machine 10 includes, in addition to the above- 
described components, a central processing unit (CPU) 31, a working RAM (WRAM) 
32, an image processing unit 33, a video RAM (VRAM) 34, a sound unit 35, an 
input/output (I/O) unit 36, and an LCD driver 37. The cartridge 20 includes the 
program ROM 21 , the backup RAM 22, and an I/O unit 23. 

[0045] The program ROM 21 has stored therein a game program, in which a 

game to be played on the game machine 10 is described, as well as its image and 
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sound data. Based on this game program, the CPU 31 operates in a game process 
mode. The I/O unit 36 has connected thereto connectors 14 and 16, the operation 
switches 13, and the CPU 31 . The I/O unit 36 outputs data received from the 
connectors 14 and 16 and the operation switches 13 to the CPU 31, and outputs 
data received from the CPU 31 to the connectors 14 and 16. The connector 16 
communicably connects the game machine 10 and another game machine 40 via a 
connection cable. 

[0046] The CPU 31 processes a boot program stored in a boot ROM (not 

shown), and also operates in the game process mode based on the game program 
stored in the program ROM 21 . Upon insertion of the cartridge 20 in the game 
machine 10, the CPU 31 accesses the program ROM 21 via the I/O unit 36, the 
connector 14, and the I/O unit 23. Also, the CPU 31 performs a game process 
based on an operation signal supplied by any of the operation switches 13 and the 
game program, causing in-progress data to be stored in the WRAM 32 and image 
data to be temporarily stored in the VRAM 34 via the image processing unit 33. 
[0047] When the CPU 31 operates in the game process mode, the WRAM 32 

is used, when appropriate, as a storage area for storing the game program, process 
data, etc., required for a process to be performed by the CPU 31 . 
[0048] The sound unit 35 includes a D/A converter circuit and an amplifier 

circuit for converting sound data obtained based on the results of the game program 
process performed by the CPU 31 to sound signals (analog signals), and amplifying 
these signals as appropriate for output as sound or sound effect. 
[0049] The image processing unit 33 performs image processing based on an 

instruction from the CPU 31, and is structured by, for example, a semiconductor chip 
for performing computation required for graphic display. The image processing unit 
33 uses storage areas of the WRAM 32 and the VRAM 34 for image processing. By 
using these areas, the image processing unit 33 generates game image data to be 
displayed on the LCD 12, and then outputs the game image data to the LCD 12 via 
the VRAM 34 as appropriate. The VRAM 34 temporarily stores the image data 
processed by the image processing unit 33. The LCD driver 37 has connected 
thereto the VRAM 34 and the LCD 12, and performs display control so as to cause 
the image data stored in the VRAM 34 to be displayed on the LCD 12. 
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[0050] On the other hand, the program ROM 21 of the cartridge 20 has fixedly 

stored therein the game program and various data to be used for the game program. 
In the backup RAM 22, game data obtained through execution of the game program 
is stored in a rewritable and non-volatile manner. An example of the game data 
stored in the backup RAM 22 is backup data indicative of the progress made until the 
game ends. Note that the backup RAM 22 may be structured by a flash memory or 
the like. 

[0051] FIGS. 3 and 4 are illustrations showing the data stored in the WRAM 

32. The WRAM 32 has stored therein temporary data generated in the course of the 
game process. In FIG. 3, the WRAM 32 includes a program storage area 320 
having stored therein a main program 321a, a player character operation program 
321b, a player character display program 321c, an operating object display 
program 321 d, an operating object attaching program 321 e, a rendering program 
321f, a clear decision program 321 g, and a time count program 321 h. The main 
program 321a is a program defining the entire game process. Upon start of the main 
program 321a, the game process starts (refer to FIG. 5). The player character 
operation program 321b defines an operation process of the player character in 
accordance with an operation signal from any of the operation switches 1 3 (refer to 
step S3 of FIG. 5). The player display program 321 c defines a process of displaying 
the player character on a game screen in accordance with a motion of the player 
character or the like (refer to step S4 of FIG. 5). The operating object display 
program 321d defines processes of generating object data in accordance with an 
operation signal from any of the operation switches 13 (hereinafter referred to as 
operating object data) and then displaying an operating object image derived from 
the operating object data on the game screen (refer to step S5 of FIG. 5). The 
operating object attaching program 321 e defines a process of attaching the 
operating object image and a background character image together (refer to steps 
S61 through S65 of FIG. 7). The rendering program 321f defines processes of 
generating a background image by using a map data indicative of positions at which 
background character images are to be displayed on the game screen and rendering 
a game image by adding object images to the background image (refer to step S1 of 
FIG. 5, step S60 of FIG. 6, and step S66 of FIG. 7). The clear decision program 
321 g defines a process of deciding whether the game objective has been attained 
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(refer to step S6 of FIG. 5). The time count program 321 h defines a process of 
setting a time limit for attaining the game objective and deciding whether the time 
limit has expired (refer to step S2 of FIG. 5). 

[0052] In FIG. 4, the WRAM 32 includes a data storage area 322 having set 

therein an operation data buffer 323. Also, the data storage area 322 of the WRAM 
32 has stored therein game map data 324, player character data 325, operating 
object data 326, background data 327, image data 328, and time count data 329. 
[0053] The operation data buffer 323 having stored therein an operation signal 

supplied by any of the operation switches 13 through the I/O unit 36. By reading the 
data stored in the operation data buffer 323, the CPU 31 can obtain the operation 
signal indicative of the operation performed by the player using any of the operation 
switches 13. 

[0054] The game map data 324 is map data serving as a reference for 

generating a game image. Specifically, the game map data 324 specifies the 
correspondence between background data 327 to be displayed and areas forming a 
lattice-patterned rendering area where background characters, which will be 
described further below, are respectively placed. Also, the entire rendering area 
specified by the game map data 324 is provided with, for example, position 
coordinates (x, y) defined by the x axis and the y axis. 

[0055] The player character data 325 is data for specifying a player character 

image to be displayed on the LCD 12. Here, the player character image is 
automatically rendered upon designation of predetermined position coordinates, and 
is movable on the game image upon operation by the player using any of the 
operation switches 13. The player character data 325 includes image specifying 
data 325a for specifying the type of the player character image, position data 325b 
indicative of a position based on the position coordinates of the player character 
image, and state data 325c indicative of the current state of the player character. 
[0056] The operating object data 326 is data for specifying an operating object 

image to be displayed on the LCD 12. Here, the operating object image represents 
a character automatically rendered upon designation of predetermined position 
coordinates. In th e pr e s e nt e mbod i ment an exemplary illustrative non-limiting 
implementation , a "block" is rendered as a stair for the player character. Additional 
"blocks" can be generated (that is, the block can be copied). Inside the block, the 
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remaining number of times the block can be copied is rendered. Thus, the operating 
object data 326 includes a plurality of types of operating object data 326a through 
326m. The operating object data 326a includes image specifying data 326aa for 
specifying the type of the operating object image, position data 326ab indicative of a 
position based on the position coordinates of the operating object image, and the 
remaining number data 326ac indicative of the remaining number of times the 
operating object can be copied. The same goes for the other operating object 
data 326b through 326m. 

[0057] The background data 327 is data for specifying a background character 

image to be displayed on the LCD 12. Here, the background character image 
represents a character fixedly pasted on an area in the lattice-patterned rendering 
area specified by the game map data 324. In th e pr e s e nt e mbod i m e n t an exemplary 
illustrative non-limiting implementation , "attachable structures" to which the above- 
described block can be attached, "non-attachable structures", and "blocks" each 
fixedly representing the above block are rendered. Thus, the background data 327 
includes a plurality of types of background data 327a through 327n. The background 
data 327a includes image specifying data 327aa for specifying the type of the 
background character image and attribute data 327ab indicative of, for example, an 
attribute as to whether the above-described block can be attached or not. The same 
goes for the other background data 327b through 327n. 

[0058] The image data 328 includes data of images of all characters to be 

displayed on the LCD 12. For example, the image data 328 includes a plurality of 
types of player character images 328a, operating object images 328b, and 
background character images 328c, which are specified by the above-described 
image specifying data 325a, 326aa, and 327aa. 

[0059] The time count data 329 is obtained by keeping time in order to 

determine whether a time limit set by a time count program 321 h for attaining the 
game objective has expired. This time count data 329 is updated by the CPU 31 
performing a process of step S2. 

[0060] With reference to FIGS. 5 through 18, the game process to be 

performed by the game machine 10 is described below. FIG. 5 is a flowchart 
showing the entire game process to be performed by the game machine 10. FIGS. 6 
and 7 are a subroutine showing the detailed operation of step S5 of FIG. 5. FIGS. 8 
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through 17 are examples of a game image displayed on the LCD 12 through the 
game process for specifically describing the operation of the game process. FIGS. 
1 8A through 1 8C are schematic illustrations for describing a block attaching process. 
[0061] Upon power-on of the game machine 10, the CPU 31 of the game 

machine 10 executes a boot program stored in the boot ROM (not shown) to initialize 
each unit, such as the WRAM 32. Then, the game program stored in the program 
ROM 21 of the cartridge 20 is read into the WRAM 32 for start of execution by the 
CPU 31, and then a game image is presented on the LCD 12. In this manner, the 
game is started. 

[0062] In FIG. 5, the CPU 31 performs a map rendering process in 

accordance with a puzzle map and a player character selected by the player of the 
game machine 10 performing a predetermined operation. Then, an initial screen of 
the puzzle map is displayed as a game image 50 on the LCD 12 (step S1). 
Specifically, the CPU 31 designates/selects the game map data 324, the player 
character data 325, the background data 327, and the image data 328 to generate 
the game image 50. At this time, the CPU 31 generates only the player character 
image based on object data which has a high flexibility with regard to a movement 
automatically rendered by designating position coordinates, and also generates the 
game image based on the background data fixedly pasted on the lattice-patterned 
rendering area specified by the game map data 324. The CPU 31 then proceeds to 
the next step. 

[0063] FIG. 8 illustrates one example of a game image 50a displayed on the 

LCD 12 through the process of the above-described step S1 . The game image 50a 
represents a two-dimensional image of a space where gravity is defined in a vertical 
direction (that is, gravity is defined so as to act downward in FIG. 8) being viewed in 
a horizontal direction. The game image 50a contains images of a non-attachable 
structure 51 , blocks 52, a target 53, and a player character 55. The non-attachable 
structure 51 is represented by combining a wall, a floor, a ceiling, etc. The non- 
attachable structure 51 is defined so as to have an attribute of not being able to 
overlay another object but being able to have another object placed thereon (upper 
horizontal side). In the example of FIG. 8, two blocks 52a and 52b and the player 
character 55 are placed on the upper surface of the non-attachable structure 51 . 
The non-attachable structure 51 is defined so as not to be able to have another 
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object attached to its side surface, and is represented by an image associated with 
metal, for example. In FIG. 8, the non-attachable structure 51 is hatched for easy 
discrimination from the other images. 

[0064] The blocks 52 are defined so as to have an attribute of being able to 

have another object placed thereon (upper horizontal side). For example, when the 
player presses the operation switch 13b with the player character 55 mounting on 
one block 52, a copy block having the same attribute as that of the block 52 can be 
generated (copying process). Inside the block, the remaining number of times the 
block can be copied is rendered. In FIG. 8, the blocks 52a and 52b both have a 
number of "3" rendered therein as the remaining number of times the block can be 
copied. 

[0065] The target 53 represents a character which the player character 55 or 

the copy block of object data, which will be described later, touches to clear the 
game of the puzzle map. An example of the target 53 is a coin. In FIG. 8, the player 
character 55 is rendered so as to be initially positioned on a lower-stair portion 51b 
of the non-attachable structure 51, and the target 53 is rendered so as to be placed 
in an upper space separated by an upper-stair portion 51a of the non-attachable 
structure 50. Therefore, in this puzzle map, the player character 55 cannot reach the 
target 53 without any aid. Note that, in the game image 50a, an area where none of 
the non-attachable structure 51 , the blocks 52, or the target 53 is rendered (a space 
area in the drawing) represents a "space" where gravity acts downward. 
[0066] With an operation by the user using any of the operation switches 13, 

the player character 55 can move in the game image 50a. For example, with the 
player operating the operation switch 13a, the player character 55 can move along 
the upper surface of the non-attachable structure 51 and the blocks 52. Also, with 
the player operating the operation switch 13c, the player character 55 can jump to a 
predetermined height. Furthermore, with the player operating the operation switch 
13b, the player character 55 can lift and/or throw a copy block based on the object 
data. 

[0067] Here, the non-attachable structure 51 , the blocks 52, and the target 53 

form the game image 50a all based on the background data. That is, the non- 
attachable structure 51, the blocks 52, and the target 53 are represented by 
background character images which are fixedly pasted on the lattice-patterned 
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rendering area specified by the game map data 324 and are unable to be controlled 
by the player. The player character 55, on the other hand, is represented by an 
object image which is automatically rendered upon designation of its position 
coordinates and is able to be controlled by the player. Therefore, the player 
character 55 can move within the game image 50a in accordance with an operation 
signal from any of the operation switches 13 without being restricted to the lattice- 
patterned rendering area specified by the game map data 324. 
[0068] Referring back to FIG. 5, the CPU 31 decides whether the time limit set 

by the time count program 321 h for attaining the game objective has expired (step 
S2). If the time limit has not yet expired, the CPU 31 proceeds to the next step S3. 
If the time limit has expired, the CPU 31 ends the game process shown in the 
flowchart. 

[0069] In step S3, the CPU 31 obtains the operation signal received from any 

of the operation switches 13 through the I/O unit 36. Specifically, by reading, when 
appropriate, the data stored in the operation data buffer 323, the CPU 31 obtains the 
operation signal indicative of the operation by the player using any of the operation 
switches 13. The CPU 31 then proceeds to the next step. 

[0070] Next, in accordance with the operation signal obtained in the above 

step S3, the CPU 31 performs a process of moving the player character (step S4). 
Specifically, based on the player character operation program 321b and the player 
character display program 321c, the CPU 31 designates the image specifying data 
325a, the position data 325b, and the state data 325c in accordance with the above 
operation signal. With this, the CPU 31 designates the type and state of the player 
character image to be displayed on the game image 50 and the position thereof 
derived from the position coordinates. The CPU 31 then proceeds to the next step. 
[0071] Next, in accordance with the operation signal obtained in the above 

step S3, the CPU 31 performs a process of moving the operating object (step S5). 
Note that this operating object process is performed based on the operating object 
display program 321 d, the operating object attaching program 321 e, and the 
rendering program 321 f, which will be described further below in detail. The CPU 31 
then proceeds to the next step. 

[0072] Next, the CPU 31 determines whether the game objective has been 

attained (step S6). Specifically, the CPU 31 makes this determination based on the 
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clear decision program 321 g. For example, when the target 53 makes contact with 
another character (such as the player character or a copy block), it is determined 
that the game objective has been attained. When the game objective has not yet 
been attained, the CPU 31 returns to the above step S2 to continue the game 
process shown in the flowchart until the game objective is attained. 
[0073] With reference to FIGS. 6 and 7, the detailed operation of the operating 

object process of the above step S5 is described below. First, the CPU 31 
determines whether the operation signal from any of the operation switches 13 
indicates a lifting operation (step S51). For example, if the player has pressed the 
operation switch 13b with the player character 55 being mounted on the block 52 or 
53 illustrated in FIG. 8, the CPU 31 determines that a lifting operation has been 
performed. In this case, the CPU 31 then proceeds to the next step S52. If a lifting 
operation has not been performed, the CPU 31 proceeds to the next step S54. 
[0074] In step S52, the CPU 31 generates new operating object data 326 

having the same attribute as that of the background data 327 which is subjected to 
the lifting operation in the above step S51 . Specifically, if the lifting operation has 
been performed with the player character 55 being mounted on the block 52b 
illustrated in FIG. 8, the block 52b is copied to generate a copy block having the 
same attribute, and the CPU 31 then generates operating object data 326 for 
rendering the generated copy block as an operating object image. That is, with the 
lifting operation, the background data 327 to be subjected thereto is copied to 
generate new operating object data 326. This process of generating operating 
object data is hereinafter referred to as a copying process for description. As the 
copying process is performed once in this step S52, the CPU 31 subtracts 1 from the 
remaining number data 326ac of the operating object data 326 for designation. The 
CPU 31 then proceeds to the next step. 

[0075] Next, the CPU 31 sets the remaining number of copiable times 

indicated in the copy-source background character image (the block) as 0 (step 
S53). Specifically, the CPU 31 updates the remaining number included in the 
attribute data 327ab of the background data 327 subjected to the above operation to 
0. The CPU 31 then proceeds to the next step S54. 

[0076] FIG. 9 is another example of the game image 50a displayed after the 

game image 50a of FIG. 8 is generated, the processes of the above step S51 
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through S53 are performed, and then a lifting process (S58) and a rendering process 
(S60), which will be described further below, are performed. In FIG. 9, if a lifting 
operation has been performed with the player character 55 being mounted on the 
block 52b, the block 52b is copied to generate a copy block 56 having the same 
attribute as that of the block 52b as an operating object image. Compared with FIG. 
8, the copy block 56 derived from the operating object data has indicated therein the 
remaining number of "2", which is obtained by subtracting 1 from the remaining 
number of "3" of the block 52b derived from the background data illustrated in FIG. 8. 
Furthermore, in FIG. 9, the block 52b derived from the background data has 
indicated therein the remaining number of "0". As such, the block 52b derived from 
the background data is copied through a predetermined operation to generate the 
copy block 56 derived from the operating object data, thereby increasing the number 
of blocks displayed on the game image 50a. 

[0077] In step S54, the CPU 31 determines whether an unprocessed 

operating object data exists. If an unprocessed operating object data exists, the 
CPU 31 proceeds to the next step S55. If no unprocessed operating object data 
exists, the CPU 31 ends the operating object process through the subroutine. 
[0078] In step S55, the CPU 31 reads the unprocessed operating object data 

326 found in the above step S54. The CPU 31 then determines whether the 
operating object image (the copy block) represented based on the operating object 
data 326 is about to be held by the player character (step S56). If the operating 
object image is about to be held by the player character, the CPU 31 proceeds to the 
next step S57. If the operating object image is not about to be held, the CPU 31 
proceeds to the next step S61 . 

[0079] In step S57, the CPU 31 determines whether the operating object 

image (the copy block) represented based on the above operating object data 326 is 
about to be lifted by the player character. If the operating object image is about to be 
lifted by the player character, the CPU 31 proceeds to the next step S58. If the 
operating object image is not about to be lifted, the CPU 31 proceeds to the next 
step S59. 

[0080] In step S58, the CPU 31 performs a motion process in which the 

operating object image (the copy block) represented based on the above operating 
object data 326 is lifted by the player character. Specifically, the CPU 31 sets the 
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state data 325c of the player character data 325 as a lifting motion, and sets the 
position data 326ab of the operating object data 326 to position coordinates in 
accordance with the lifting motion. The CPU 31 then proceeds to the next step S60. 
[0081] In step S59, on the other hand, the CPU 31 performs a motion process 

in which the operating object image (the copy block) represented based on the 
above operating object data 326 is carried by the player character. Specifically, the 
CPU 31 sets the state data 325c of the player character data 325 as a carrying 
motion, and sets the position data 326ab of the operating object data 326 to position 
coordinates in accordance with the carrying motion. Note that the carrying motion in 
the above step S59 includes a throwing motion in which the operating object image 
(the copy block) represented based on the above operating object data 326 is thrown 
by the player character. This throwing motion includes any motion to be made until 
the operating object image (the copy block) goes away from the player character. In 
this case, the CPU 31 sets the state data 325c of the player character data 325 as a 
throwing motion, and sets the position data 326ab of the operating object data 326 to 
position coordinates in accordance with the throwing motion. The CPU 31 then 
proceeds to the next step S60. 

[0082] In step S60, based on the rendering program 321f and each piece of 

the currently-designated data, the CPU 31 generates a background image derived 
from the background data in the game map data 324, and then adds the object data 
image to the background image, thereby performing a process of rendering the 
game image. Specifically, the CPU 31 performs a rendering process by causing 
each piece of the image data 328 derived from the background data to be placed in 
the relevant area of the lattice-patterned rendering area specified by the game map 
data 324 (that is, causing the background character images to be placed), and 
causing the image data 328 specified by the player character data 325 and the 
operating object data 326 to be placed in accordance with their position coordinates 
(that is, causing the object images to be placed). Note that the example of the game 
image 50a illustrated in FIG. 9 shows that the player character 55 is rendered after 
completing the lifting motion. Also, still another example of the game image 50a 
illustrated in FIG. 10 shows that the player character 55 completing a motion of 
carrying the copy block 56 is rendered. The CPU 31 then returns to the above step 
S54 to continue the process. 
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[0083] In step S61 , on the other hand, the CPU 31 determines whether the 

operating object image (the copy block) represented based on the unprocessed 
operating object data 326 found in the above step S54 is located within a 
predetermined range from an attachment destination to which the operating object 
image is to be attached. This step S61 will be described further below in detail. If 
the operating object image is located within a predetermined range from the 
attachment destination, the CPU 31 proceeds to the next step S62. If the operating 
object image is located outside the predetermined range, the CPU 31 proceeds to 
the next step S63. 

[0084] In step S63, the CPU 31 determines whether the operating object 

image (the copy block) represented based on the operating object data 326 has 
thereunder a background character image on which that operating object image can 
mount. If such a background character image exists under the operating object 
image, the CPU 31 performs a process of mounting the operating object image on 
the upper portion of the background character image, converts the operating object 
data 326 to the background data 327 (step S64), and then proceeds to the next step 
S66. Specifically, the CPU 31 copies the relevant operating object data 326 to 
generate new background data 327. If no such background character image exists 
under the operating object image,, on the other hand, the CPU 31 performs an air 
flying process on the relevant operating object data (step S65), and then proceeds to 
the next step S66. Specifically, the CPU 31 updates the position data 326ab of the 
relevant operating object data 326 so that the operating object image is represented 
on the game image as flying in the air. 

[0085] In step S66, as with the above step S60, based on the rendering 

program 321f and each piece of the currently-designated data, the CPU 31 
generates a background image derived from the background data in the game map 
data 324. The CPU 31 then adds the object data image to the generated 
background image, thereby performing a process of rendering a game image. The 
CPU 31 then returns to the above step S54 for continuing the process. 
[0086] FIG. 1 1 is still another example of the game image 50a subjected to a 

rendering process performed after the air flying process of the above step S65. The 
copy block 56 derived from the operating object data is thrown away by the player 
character 55. Also, no background character image on which the copy block 56 can 
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mount exits thereunder. Therefore, the copy block 56 is represented as flying in the 
air (indicated by a dotted arrow in the drawing). In this example, the copy block 56 is 
represented as freely falling downward in the space of the game image 50a. 
Alternatively, in accordance with factors, such as a horizontal moving speed of the 
player character 55 before throwing, or another motion such as jumping, it is 
possible to represent an air flying motion having free falling added with a horizontal 
or vertical flying speed. 

[0087] FIG. 12 is still another example of the game image 50a subjected to 

the rendering process performed after the operating object data is converted to the 
background data in the above step S64. The copy block 56 derived from the 
operating object data is represented as being thrown away by the player character 
55 to be flown in the air (indicated by a dotted arrow in the drawing), and then being 
landed on the lower-stair portion 51 b of the non-attachable structure 51 . When the 
lower portion of the copy block 56 is landed on the lower-stair portion 51b, the 
operating object data is copied to the background data. In the game image 50a, a 
block 52c derived from that background data is represented on the lower-stair 
portion 51b. As evident from comparison with FIG. 1 1 , the copy block 56 derived 
from the operating object data is represented in the game image 50a of FIG. 12 as 
the block 52c derived from the background data having the operating object data 
copied thereto (that is, as a background character image having the same attribute 
as that of the copy block 56). This block 52c is the background character image that 
can be copied through a predetermined operation performed by the player. 
Furthermore, inside the block 52c, the remaining number of times the block can be 
copied, that is, "2", is displayed, which is taken over from the copy block 56. Here, in 
the game image 50a of FIG. 12, one example is shown where the copy block 56 
derived from the operating object data mounts on the non-attachable structure 51 . 
The same process is also performed when the copy block 56 mounts on the block 52 
derived from another background data. That is, the player can place the copy block 
being carried by the player character on the upper portion of another block. 
[0088] By causing the player character to repeat motions of lifting (copying), 

carrying, and throwing the above-described copy block, the player can put the copy 
block on various places. FIG. 13 shows blocks 52c through 52h that are obtained by 
copying the blocks 52a and 52b illustrated in FIG. 8 and are then piled up stepwise. 
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As illustrated in FIG. 13, the player piles up the blocks 52c through 52h stepwise, 
thereby making it possible for the player character 55 to move up to the upper-stair 
portion 51a (indicated by a dotted arrow in the drawing). With this, the player 
character 55 can reach the target 53, thereby clearing the puzzle game. 
[0089] Next, the predetermined range from the attachment destination for 

determination by the CPU 31 in the above step S61 is described. FIG. 14 is an 
example of a game image 50b including the above attachment destination displayed 
on the LCD 1 2 through the process of the above step S1 . The game image 50b 
contains image representation of an attachable structure 54, as well as the non- 
attachable structure 51, the blocks 52, the target 53, and the player character 55 
described above. As with the non-attachable structure 51, the attachable structure 
54 is represented by combining a wall, a floor, a ceiling, etc. The attachable 
structure 54 is defined so as to have an attribute of not being able to overlay another 
object but being able to have another object placed thereon and further being able to 
have another blocks attached on its side surface(s). Furthermore, a block attached 
to the attachable structure 54 is changed so as to be defined as having an attribute 
of being able to have another block attached to its side surface(s). In the example of 
FIG. 14, the two blocks 52a and 52b and the player character 55 mount on the upper 
surface of the upper-stair portion 51a of the non-attachable structure 51 . 
Furthermore, the attachable structure 54 is rendered at the tip of the upper-stair 
portion 51a. The attachable structure 54 is represented as an image different from 
that of the non-attachable structure 51 , such as an image associated with a tree, for 
example. In FIG. 14, the attachable structure 54 is filled with black for easy 
discrimination from the other images. Furthermore, as with the non-attachable 
structure 51 , the blocks 52, and the target 53, the attachable structure 54 is derived 
from the background data to form the game image 50b. That is, the attachable 
structure 54 is formed by a background character image fixedly pasted on the 
relevant area of the lattice-patterned rendering area specified by the game map 
data 324. 

[0090] With reference to FIGS. 18A through 18C, the predetermined range for 

use in decision by the CPU 31 with regard to attachment to the attachable structure 
54 is described below. In FIG. 18A, the attachable structure 54 has an attachment 
decision range R for decision with regard to attachment of the operating object 
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image. For the attachable structure 54 is a square each side of which has a length 
of w, the attachment decision range R is formed by a square each side of which has 
a length of 2d (d > w). The attachment decision range R is formed by centering at a 
predetermined point a of the attachable structure 54 (a upper left corner of the 
square area, for example). The position coordinates specified by the game map 
data 324 are defined by the x axis and the y axis which are perpendicular to each 
other. The point a is located at position coordinates (xa, ya). 
[0091] Also as for the copy block 56 based on the operating object data 326, 
its position on the map of the game map data 324 is specified based on the position 
coordinates. For example, the position coordinates of the copy block 56 is also set 
to a point b of the upper left corner of the square area, that is, position coordinates 
(xb, yb). In the above step S61 , the CPU 31 determines whether the point b of the 
copy block 56 is inside the attachment decision range R of the attachable structure 
54. That is, when a distance xab between the point a (xa, ya) and the 
point b (xb } yb) in the x axis direction and a distance yab therebetween in the y axis 
direction are both shorter than the length of c/, that is, 

xab = \xa - xb\ ^ d and yab = \xa - xb\ ^ d, 
the CPU 31 determines that the copy block 56 is inside of the attachment decision 
range R of the attachable structure 54 (such a state is shown in FIG. 18B). Since 
xab > d in the state illustrated in FIG. 18A, the CPU 31 determines that the copy 
block 56 is outside the attachment decision range R of the attachable structure 54. 
[0092] Referring back to FIG. 7, in step S62, the CPU 31 causes the operating 

object image to be attached to the attachment destination, converts the operating 
object data 326 to the background data 327, and then proceeds to the next step S66. 
For example, in the state illustrated in FIG. 18B, the position coordinates of the point 
b of the copy block 56 are set to 

(xb, yb) = (xa + w, ya), 
thereby causing the copy block 56 to be attached to the attachable structure 54. The 
CPU 31 then copies the operating object data 326 of the attached operating object 
image to generate new background data 327. Therefore, the attached block 
becomes a background character image based on the background data 327 (the 
block 52 in FIG. 18C). The background data 327 of the block attached to the 
attachable structure 54 is changed so that the attribute data 327ab indicates that a 
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side surface of the block can have another block attached thereon. Then, in step 
S66, as described above, based on the rendering program 321f and the each piece 
of the currently-designated data, the CPU 31 generates a background image based 
on the background data indicated by the game map data 324, adds the object data 
image to the background image, thereby performing a process of rendering a game 
image. 

[0093] FIGS. 15 through 17 illustrate examples of the game image 50b based 

on the background data shown in FIG. 14. The player performs a lifting operation of 
the player character 55 on the block 52b based on the background data shown in 
FIG. 14 (step S51) thereby obtaining a copy block 56 based on the operating object 
data through the above-described copying process (step S52). The player then 
performs an operation of the player character 55 for throwing the copy block 56 
toward the attachable structure 54 (step S59) (a state shown in FIG. 15). The 
thrown copy block 56 flies in the air (step S65), and then eventually reaches inside 
the attachment decision range R of the attachable structure 54 (step S61 ). The copy 
block 56 based on the operating object data is attached to the side surface of the 
attachable structure 54, and is then converted to the block 52c based on the 
background data (a state shown in FIG. 16). The attribute of the block 52c attached 
to the attachable structure 54 is changed so as to be defined as having an attribute 
of being able to have another block attached on its side surface. 
[0094] With the player repeating such an attaching process, six blocks 52c 

through 52h are consecutively attached to the tip of the attachable structure 54 (a 
state shown in FIG. 17). As illustrated in FIG. 17, with the blocks 52c through 52h 
being connected to the attachable structure 54, the player can move the player 
character 55 to a space into which the upper-stair portion 51a does not extend 
(indicated by a dotted arrow in the drawing). With this, the player character 55 can 
reach the target 53, thereby making it possible to clear the puzzle game. 
[0095] As such, according to the game machine of tho prooont ombodimont an 
exemplary illustrative non-limiting implementation , it is possible to realize a puzzle 
game in which its game objective is attained by using a copy block additionally 
generated through a copying process in accordance with a predetermined operation 
by the player. Furthermore, the player is required to go through trial and error to 
attain the game objective because the number of copy blocks that can be 
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additionally generated through a copying process is limited and is therefore low in 
flexibility. Thus, the game has a high strategic value in placing or moving the copy 
block. For the purpose of realizing such a puzzle game, the present game machine 
copies the block derived from the background data and, based on the object data, 
renders a copy block additionally generated through the copying process. Then, the 
copy block generated through the copying process is replaced by a block derived 
from the background data upon placement at a fixed location. That is, since the 
rendering process with the use of the object data, which is automatically rendered 
upon designation of its position coordinates, is performed only on the character 
operable by the character, rewriting of the map data indicative of the display position 
of each piece of the background data can be minimized. Furthermore, since the 
number of characters automatically rendered based on the object data can also be 
minimized, a process of generating a game image can be performed efficiently. Still 
further, in the present game machine, the copy block generated through the above 
copying process can not only be placed on another character but also be adjacently 
attached to a specific character, thereby providing a puzzle game having a more 
strategic value. 

[0096] In the above description of tho prosont ombod i mont an exemplary 

illustrative non-limiting implementation , the copy source block is a character derived 
from the background data. Alternatively, the copy source block may also be a 
character derived from the object data. For example, a block moving in the game 
screen is taken as the copy source block, and its copy block can be additionally 
generated through a copying process similar to that described above. Furthermore, 
needless to say, the character additionally generated through the above copying 
process is not restricted to a block, but may be any as long as the character is for the 
player character to attain the game objective. Still further, in the above embodiment, 
an example has been described in which the block is to be attached to the side 
surface of the attachable structure. Alternatively, the block can be processed so as 
to be attached to the lower surface of the attachable structure. 
[0097] Also, in the above description o f th e pr e s e nt e mbod i m e nt exemplary 
illustrative non-limiting implementations , a game cartridge is used as a medium for 
storing information, such as a game program. However, the storage medium for 
storing the exemplary game program of the present i nv e nt i on is not restricted to the 
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above. For example, when the exemplary game program of the present invention is 
processed by a non-portable game machine, the game program may be stored on 
an optical disk or the like and then read for a process similar to that described above. 
Still further, this game program can be supplied through another medium or a 
communication line. 

[0098] While the invention has been described in detail, the foregoing 

description is in all aspects illustrative and not restrictive. It is understood that 
numerous other modifications and variations can be devised without departing from 
the scope of the invention. 
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